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Amarah adalah emosi yang kerap kali dirasakan oleh masyarakat. Amarah yang 
terpendam dapat berdampak buruk bagi mental dan fisik. Bahayanya, kebanyakan 
orang hanya mengidentifikasi masalahnya ketika sudah berdampak menjadi suatu 
penyakit, padahal hal ini bisa dicegah dengan memahami anger management. 
Adapun, karena informasi yang kurang dan tingkat pengetahuan masyarakat yang 
rendah, penulis melakukan penelitian tentang bagaimana merancang media 
informasi yang baik hingga akhirnya menjadi sebuah perancangan practical guide 
untuk anger management setelah melalui proses penelitian dan pengumpulan data. 
Website selaku media utama didukung oleh beberapa media lain seperti aplikasi, 
e-journal, Instagram post, feeds, stiker LINE, line ads, serta web banner guna 
memaksimalkan informasi yang disampaikan. Penulis melakukan seluruh 
perancangan dengan tiga kata kunci yakni, menenangkan, progresif, dan 
bersahabat. 
 





Anger is an emotion that is often felt by people. Unsolved anger may cause a 
negative mental and physical impact. Unfortunately, most people only able to 
identify the problem when it has an impact into a disease, this problem can only 
be prevented by understanding anger management. Meanwhile, due to lack of 
information and a low level of public knowledge, the author conducted a research 
on how to design a good information media until it finally became an anger 
management practical guide design after going through the process of research 
and data collection. Website as the main media is supported by several other 
media such as applications, e-journals, Instagram posts, feeds, LINE stickers, line 
ads, and web banners to maximize the information conveyed. The author does the 
design process entirely with these three key words as the fundaments, which is, 
soothing, progressive, and friendly. 
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